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HE Game of Billiards is not leſs in 
Eſteem for its Variety and Amuſement, 
than for the ſine Exerciſe it occaſions; at the 
ſame Time, the Powers neceſſary for this 
Game, are ſo gentle, that it is equally adapted 
to the Entertainment of the Fair Sex; and 
many Ladies now play this Game to a very 
great Degree of Nicety and Perfection. 
In order to play this Game well, Attention 
A 2 muſt 
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muſt be given at firſt to the Method of holding 
the Mace; to the Poſition in which the Player 
ſhould ſtand, and the Manner of delivering 
the Ball from the Mace; but theſe are much 
more eaſily acquired by Obſervation, or by the 
Direction of a good Player, than by any poſ- 
ſible written Rules. 

A Perſon who plays with his Right Hand 
muſt ſtand with his Left Foot foremoſt ; and, 
on the contrary, he who is Left-handed, muſt 
ſtand with his Right Foot foremoſt, by which 
he will ſtand more ſteady and firm. 

Immoderate Burſts of Paſſion, and even 
fretting at trifling Diſappointments in the 
Game, are uſually found very prejudicial to 
the Player; his Nerves being affected, it is 
impoſſible for him to make the Stroke with 
that Steadineſs and Nicety the Game requires, 


The Game uſually ns is the Wis: 


Winning Game, 


RuLts 
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RuLEs and REGULATIONS to be obſerved at the 
WHITE WINNING GAME. 


The Game is Twelve in Number. 


J. WH EN you begin, ſtring for the Lead, 
and the Choice of Balls, if you pleaſe. 

IT. When a Perſon ftrings for the Lead, he 
muſt ſtand within the Limits of the Corner of 
the Table, and likewiſe muſt not place his 
Ball beyond the ſtringing Nails or Spots; and 
the Perſon who brings his Ball neareſt the 
Cuſhion wins the Los 

III. If after the firſt Perſon has ſtrung for 
the Lead, and his Adverſary who follows him 
ſhould make his Ball touch the other, he 
loſes the Lead. Ko EA 

IV. If the Player holes his own Ball, either 
in ſtringing or leading, he loſes the Lead. 

V. If the Leader follows his Ball with ei- 
ther Mace or Cue paſt the middle Hole, it is 
no Lead; and if his Adverſary chuſes, he may 
make him lead again. 

VI. The Striker who plays at the Lead, 
muſt ſtand with both his feet within the Li- 
mits of the Corner of the Table, and muſt. 
not place his Ball beyond the ſtringing Nails 
or Spots; and his Adverſary (only) is bound 
to ſee that he ſtands and plays fair, otherwiſe 
the Striker wins all the Points he made by 
that Stroke. | n . 

VII. When a Hazard has been loſt in ei- 

A 3 ther 
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ther of the corner Holes, the Leader is obliged 

(if bis Adverſary requires it) to lead from the 
End of the Table where the Hazard was loſt; 

but if the Hazard was loſt in either of the 

middle Holes, it is at the Leader's Option to 

lead from either End of the Table he pleafes. 

VIII. If the Striker does not hit his Adver- 
ſary's Ball, he loſes one Point; and if by the 
faid Stroke his Ball ſhould go into a Hole over 
the Table, or on a- Cuſhion, he loſes three 
Points, viz. one for miſſing the Ball, and two 
for holing it, c. and he loſes the Lead. 

IX. If the Striker holes his Adverſary's Ball, 
or forces it over the Table, or on a Cuſhion, 
he wins two Points. | 

X. If the Striker holes his own Ball, or 
forces it over the Table, or on a Cuſhion, 
he loſes two Points. ay 

XI. If the Striker holes bath Balls, or 
forces them over the Table, or on a Cuſhion, 
he loſes two Points. 

XII. No Perſon hath a Right to take up his 

Ball without Permiſſion from his Adverſary. 

XIII, If the Striker, by Aecident, ſhould 
touch or move his own Ball, not intending 
to make a Stroke, it is deemed as an Acci- 
dent; and his Adverſary, if he requires it, 
may put the Ball back in the Place where it 


XIV. If the Striker forces his Adverſary's 
Ball over the Table, and his Adverſary ſhould 


| chance to ſtop it, ſo as to make it come on the 
| | Table 
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Table again, the Striker neverthelets wits 
two Points, . 

XV. If the Striker forces his own Ball over 
the Table, and his Adverſary ſhould chance to 
ſtop it, ſo as to make it come on the Table 
again, the Striker loſes nothing by the Stroke, 
and he hath the Lead. Becauſe his Adver- 
ſary ought not to ſtand in the Way, or near 
the Fable, - 

XVI. If the Striker miſſes the Ball, and 
forces it over the Table, and it ſhould be 
ſtopped by his Adverſary, as before mentioned, 
he loſes one Point, and has the Lead, if he 
chuſes. | 

XVII. If the Striker, in playing from a 
Cuſhion or otherwiſe, by touching the Ball, 
makes his Mace or Cue go over or paſt it, he 
loſes one Point; and if his Adverſary requires 
it, he may put the Ball back, and may make 
him paſs the Ball. | 

XVIII. If the Striker, in attempting to make 
a Stroke, doth not touch his Ball, it is no Stroke; 
and he mult try again to make a Stroke. 

XIX. If when the Balls are near each other, 
and the Striker by Accident ſhould make his 
Ball touch the other Ball, it is nevertheleſs a 
Stroke, though not intended as ſuch. 

XX. If the Striker who plays the Stroke, 
ſhould make his Adverfary's Ball go fo near the 
Brink of a Hole, as to be judged to ſtand ſtill, 
and afterwards ſhould fall into it, the Striker 
wins nothing ; and the Ball muſt be put on 
| A 4 N the 
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the ſeme Brink where it ſtood, for his Adver- 


ſary to play from the next Stroke. N. B. 


There is no Occaſion for challenging the Ball 
if it ſtops, as ſome Perſons imagine. 2 

XXI. If the Striker's Ball ſhould ſtand on 
the Brink or Edge of a Hole, and if in 
playing it off he ſhould make-the Ball go in, 
he loſes three Points. 

XXII. If a Ball ſhould ſtand on the Brink 
or on the Edge of a Hole, and it ſhould fall 
into the Hole, before or when the Striker has 
delivered his Ball from his Mace or Cue, ſo as 
to have no Chance for his Stroke, in that 
Caſe, the Striker and his Adverſary's Balls 
muſt be placed in the ſame Poſition, or as near 
as poſſible thereto, and the Striker mult play 
again, | 
XXIII. The Striker is obliged to paſs his 
Adverſary's Ball, more eſpecially if he miſſes 
the Ball on Purpoſe; and his Adverſary may, 
if he chuſes, oblige him to place the Ball where 
it ſtood, and play until he has paſled. 

XXIV. If the Striker plays both Balls from 
his Mace or Cue, ſo that they touch at the 
ſame Time, it is deemed a foul Stroke; and if 
it is diſcovered by his Adverſary, and a Diſpute 
ſhould ariſe thereon, he has an undoubted 
Right to appeal to the diſintereſted Company 
then preſent; and the Marker, if required, after 
demanding Silence, muſt go round the Table 
to each Perſon ſeparately, and be particularly 
careful to aſk, if he hath any Bet depending 

thereon, 
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thereon, if he underſtands the Game, and the 
Nature of the Diſpute then in Queſtion ; and if 
determined by the Majority of the diſintereſted 
Company, and the Marker, if needful, to be a 
foul Stroke, then it is at his Adverſary's Option 
(if not holed) either to play at the Ball, or take 
the Lead. | 

But if, by the above-mentioned Stroke, his 
Adverſary doth not diſcover it to be a foul 
Stroke, then the Striker may reckon all the 
Points he made by the ſaid Stroke, and the 
Marker is obliged to mark them. 

XXV. No Perſon hath a Right to diſcover 
to the Player, whether the Stroke is fair or foul, 
until it is aſked, - 92.5 | 

XXVI. If by a foul Stroke the Striker 
ſhould hole his Adverſary's Ball, he loſes the 
Lead. 

XXVII. If by a foul Stroke the Striker holes 
his own or both Balls, or forces his own or both 
Balls over the Table, or on a Cuſhion, he loſes 
two Points. 1. 
XXVII. If che Striker plays on a Ball when 
it is running or moving, it is deemed as a foul 
Stroke. [Vide Article XXIV. ] | 

XXIX. If the Striker plays with both Feet 
off the Ground, without the Permiflion of his 
Adverſary, it is deemed a foul Stroke. [Vide 
Article XXIV. | 

XXX. If the Striker plays with a wrong 
Ball, he loſes the Lead, if his Adverſary re- 
quires it. 7. 

. A 5 XXX 
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XXXI. If the Balls ſhould be changed in 
a Hazard, or on a Game, and it is not known 
by which Party, the Hazard muſt be played out 
by each Party with their different Balls, and 
then changed. £5340 

XXXII. If the Striker plays with his Ad- 
verſary's Ball, and holes, or forces the Ball he 
played at over the Table, &c. it is deemed a 
foul Stroke. [Vide Article XXIV.] 

XXXIII. If the Striker plays with his 
Adverſary's Ball, and holes or forces the 
Ball he played with over the Table, &c. he 
lofes two Points; and if he miſled the Ball, 
three Points. 

XXXIV. If the Striker plays with his 
Adverſary's Ball, and miſſes it, he loſes. one 
Point; and if his Adverſary diſcovers that he 


hath played with the wrong Ball, he may part 


the Balls, and take the Lead if he pleaſes. 
XXXV. In all the before-mentioned: Caſes 
of the Strikers playing with the wrong Ball 


(if diſcovered) his Adverſary muſt play with 


the Ball the Strikes played at throughout the 
Hazard, or part the Balls, and take the Lead. 
XXXVI. Whoever ſtops a Ball when run- 
ning, with Hand, Stick, or otherwiſe, loſes 
the Lead, if his Adverfary don't like the Ball be 
has to play at the next Stroke, [ Vide Arti- 
cle XXiV.] | | 
XXXVII. Whoever retains. his Adverſary's 
Stick when playing, it is deemed foul. [Vide 


XXXVII. 
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n XXXVIII. If the Striker ſtops or puts his 
6 own Ball out of its Courſe, when running to- 
it wards either of the Holes, and if adjudged by 
4 the Marker, and the diſintereſted Company 


then preſent, to be going into a Pocket, if he 
5 miſled the Ball, he Joſes one Point, and if going 
0 into a Hole by the ſame Strokes, three Points. 
M XXXIX. If the Striker ſtops or puts his 
Adverſary's Ball out of the Courſe when run- 


ning,towards or into a Hole, or puts his Adver- 
0 ſary's Ball into a Hole, it is deemed a foul 
1 Stroke, [Vide Article XXIV. ] 

I, N. B. If the Adverſary doth the ſame as in 
the foregoing Rules, he is ſubjected to the ſame 
* Penalties as the Striker. | 

ie XL. He who ſhakes the Table when the 
10 Ball is running, makes it a foul Stroke. [Vide 


rt Article XXIV. ] 
| XLI. He who throws his Stick upon the 


* Table, ſo as apparently to be of any Detriment 

ll to his Adverſary, makes it a foul Stroke. [ Vide 

ch Article XXIV. : 

hs XLII. He who blows on. the Ball when 

. running, makes it foul. [Vide Article XXIV. ] 

* and if his own Ball was running towards or 

* near the Hole, he loſes two Points. 

he XLIII. He who leaves the Game before it 

ho is finiſhed, and will not play it out, loſes the 
Game, 

2 XLIV. Any Perſon may change his Mace 

de or Cue in playing, unleſs otherwiſe previoully 
agreed on. 2 


II. A 6 XLV. 
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XLV. When two Perſons are at play, and 

no particular Terms of Agreement have been 
made, neither Party has a Right to obje& to 
either Mace or Cue being played with in the 
faid Game. 
XLVI. When the Parties agree to play 
Mace againſt Cue, the Mace Player hath no 
Right to uſe a Cue, nor has the Cue Player 
any Right to uſe a Mace during the Game or 
Match, without Permiſſion from his Adverſary. 
XLVII. When a Perſon agrees to play 
with the Cue, he muſt play every Ball within 
his Reach with the Point thereof, and if he a- 
grees to play with the Butt of the Cue, he has 
no Right to play with the Point thereof, with- 
out Permiſſion from his Adverſary. 

XLVIII. When the Parties agree to play 
Point and Point of the Cue, neither of them 
have a Right to uſe a Butt during the Game or 
Match, without Permiſſion, &c. but they have 


a Right to play with the Point of a long Cue 


over a Mace, &c. 

XLIX. When the Parties agree to play, all 
Point with the ſame Cue, they have no Right 
to uſe any other during the Game or Match. 

L. Whoever propoſes to part the Balls, and 
his Adverſary agrees to it, the Propoſer thereof 
loſes the Lead. 

LI. Two Miſſings do not make a Hazard, 
© unleſs it is previouſly agreed on to the contrary. 

LII. In all Caſes, the Betters are toabide by 
the Players on the Determination of the 2 J 

zard, 
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d zard, or on the Game ; and the Betters have a 
n Right to demand their Money when the Game 
0 is over, to prevent Diſputes. 

e LIII. Every Perſon ouęht to be very atten- 


tive, and liſten for the Stroke, before he opens 


y the Door of a Billiard Room. 4 
0 LIV. The Striker has a Right to command 9 
r his Adverſary not to ſtand facing him, nor near by” 
Jy him, ſo as to annoy or moleſt him in the Stroke. 7 
. LV. Each Party is to attend to his own Wir 
y Game, and not to aſk— If his Adverſary's Ball b 
n be cloſe? — If he touches his Ball ?— If he 4 
* can go round the Ball? — nor any Queſtion of 5 
8 the like Tendency; nor is any Perſon to be Bd 
* ſet right, if going to play with the wrong Ball. ** 
LVI. Thoſe Reede who do not play, muſt * 
* ſtand from the Table, and give Room for the . 
n Players to paſs round the Table, to make the 4 
Jy Stroke. | 1 | 
e LVII. The Parties who play ought to be 1 
EC particularly careful and attentive to the Hazard E 
or the Game, more eſpecially when any Betts 4 
1 are depending thereon. 2 | 9 
t LVIII. No Perſon in the Room has a t 
Right to lay more than the Odds on a Hazard or 
d on a Game. But if he offends for Want of 
f Knowledge of the Game, he ſhould appeal to 
the Marker; or to the Table of the Odds, 
, which ought to be hung up in the Billiard 
7 Room for Inſpection. SO wy | 
y LIX. Each Perſon who propoſes a Bett, 
a ſhould name the Sum he intends to lay, and 


„ | ſhould 
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thould likewiſe be very careful not to offer a 
Bett when the Striker has taken his Aim, or is 
going to ſtrike, leaſt it may diſturb or interrupt 
him in the Stroke. 

LX. No Bett ought to be propoſed on any 
Stroke (at the Loſing Game eſpecially) that 
may be ſuppoſed to have any Tendency to lef- 
ſen or to influence the Judgment of the 
Player. Y | 

LXI. If any Betts are laid on the Ha- 
zard, and the. Game is eleven, and the Striker 
loſes the Game by a Miſs, and ſhould after- 
wards go into a Hole, it cannot be a Hazard, 
the Game being out by the Miſs. 

EXII. If A propoſes a Bett, which is ac- 
cepted by B, it muſt be confirmed by A, other- 
wiſe it is no Bett, 

L XIII. When four Perſons play, the Game 
is. fifteen in Number, and each Party has a 
Right to conſult with and dire& his Partner 
in any Thing reſpecting the Game, &c. and 
the Party who makes two Miſſings before a 
Hazard is made, is out, and it is his Partner's 
Turn to play; but if after the two Miſſings 
have been made by the Party, his Adverſary 
ſhould hole a Ball, fo as to make a Hazard, 


the Stroke following the ſaid two Miſſings have 


been made, yet the Party who did not make 


the two Miſſings is to play, as he cannot be 


fuppoſed to be out, who has not made a Stroke, 


WHEN 


© Þ Ken ÞB © U 
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WHEN a Perſon is tolerably well acquainted 
with the Winning Game, he ſhould then learn 
the Loſing Game (the Reverſe of the Win- 
ning) which is a Key to Billiards in general, 
It depends entirely upon the Defence, and the 
Knowledge of the Degree of Strength with 
which each Stroke ſhould be played, either to 
defend, or to make a Hazard : for if a Per- 
ſon who has a competent Knowledge of the 
Game, ſhould not have a Hazard to play at, he 
muſt endeavour to lay his own Ball in ſucha Po- 
fition, that his Adverſary may not have one to play 
at the next Stroke, Fora Loſing Game Hazard is 
much more eaſy to be made, when well under- 
ſtood, than a Winning Game Hazard is in ge- 
neral. | 


WHITE LOSING GAME. 
Twelve in Number. 


I, WHEN ou begin, you muſt ſtring for 
the er! 3 4 Choice of the 
Balls, the ſame as in the Rales for leading at 
the White Winning Game. 
IT. If the Striker miſſes the Ball, he loſes 
one; and if his Ball goes into a Hole by the 
ſame Stroke, he loſes three Points. 


III. If the Striker holes bis Adverſary's Ball, 


* he loſes two Points, 
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IV. Forcing either or both the Balls over 
the Table, or on a Cuſhion, reckons nothing, 
and the Striker loſes the Lead. ; 

V. If the Striker miſſes his Adverſary's 
Ball, and forces his own Ball over the Table, 
&c. he loſes one Point and the Lead. 


VI. Either of the Parties forcing over either 


or both the Balls, reckons nothing, and the 
Striker loſes the Lead. | 

VII. If the Striker holes his own Ball, he 
wins two Points, 

VIII. If the Striker holes both Balls, he 
wins four Points. 
IX. If the Striker holes either of the Balls, 
and forces the other over the Table, &c. he 
loſes the Lead only. 

The reſt of the Articles of Regulations, &c, 
as in the Winning Game, are likewife to be 
obſerved. 


THE 


V. 
forced 
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ö THE Red or Carambole Winning Game 


is full of Variety; and there being ſo many 
: Chances in it, which make it a Game of great 
ö Uncertainty, the Odds of it are not calculated, 


but are generally laid according to Fancy, or 
to the Cuſtom of the Tables where they are 
uſually played at. 


RED, ox CARAMBOLE WINNING 


Sixteen in Number. 


2 I, WHEN ou begin, you muſt ſtring for 
che Sa i hoice of the Balls, 

5 the ſame as in the Rules for leading, &c. in 

e the Winning Game. IT 

IT. A Red Ball is to be placed on a- Spot 
made for that Purpoſe, in the Centre between 
the ſtringing Nails or Spots, at one End of the 
Table. | | 2 

III. The White or the Striker's Ball is to 
be played from a Spot made for that Purpoſe in 
the Centre, between the ſtringing Nails or Spots 
at the other End of the Table. 

IV. After the firſt Striker hath played, his 
Adverſary is to play next, and ſo on alternately 
throughout the Game. 

V. When the Red Ball has been holed or 
forced over the Table, &c. it muſt be placed 

„ 
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on the ſame Spot where it originally ſtood at 
the Beginning of the Game. 

VI. When either of the white Balls has 
been holed, &c. it muſt be placed and g/g 
from the ſame Spot where it ſtood at the Be- 
planing of the Game, when it is the Striker's 

urn to play. | 

VII. If the Striker miſſes - both the Balls, 
he loſes one Point. HEY: 

VIII. If the Striker miſſes both the Balls, 
and holes his Ball, he lofes three Points. 

IX. If the Striker hits the Red and his Ad- 
verſary's Ball with his own Ball he played 
with, he wins two Points; which Stroke 
1s called a Carambole, or for Shortneſs, a 
Carrom. 

X. If the Striker holes his Adverſary's white 
Ball, he wins two Points. | 

XI. If the Striker holes the red Ball, he 
wins three Points. 

XII. If the Striker holes the red and his 
Adverfary's white Ball, by the ſame Stroke, he 
wins five Points. N. B. Two for the white, 
and three for the red Ball. | 

XIII. If the Striker makes a Carambole, 
and puts his Adverſary's or the white Ball into 
a Hole, he wins four Points. N. B. Two for 
the Carambole, and two for the white Ball. 


XIV. If the Striker makes a Carambole, 


and holes the red Ball, he wins five Points- 
N. B. Two for the Carambole, and three for 
koling the Ball. By 

XV. If 
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XV. If the Striker makes a Carambole, 
and holes his Adverfary's or the white Ball, 
and the red Ball, by the ſame Stroke, he wins 
ſeven Points. N. B. Two for the Caram- 
bole, two for the white, and three for the red 
Bolk- 

XVI. Forcing either or all the Balls over 
the Fable, reckons nothing. 

XVII. If the Striker forces his Adverſa- 
ry's, or the red Ball over the Table, and by 
the ſame Stroke ſhould hole his own Ball, he 
loſes nothing. 
XVIII. it the Striker makes a Carambole, 
and forces either of the Balls over the Table 
by the ſame Stroke, he wins nothing. 
XIX. If the Striker forces the red Ball 
over the Table, it muſt be immediately placed 
on its proper Spot. 

XX. If the Striker forces either his own 
or his Adverſary's Ball over the Table, or one 

of them into a Hole by the ſame Stroke, it 
reckons nothing of either Side; and the Ball 
or Balls muſt be placed on the proper Spot to 
play from, when it is each Strikers Turn to 
play. f | 
XXI. If the Striker, in playing a Stroke, 
ſhould make his Mace or Cue touch two Balls 
at the ſame Time, it is deemed a foul Stroke, 
and, if diſcovered by his Adverſary, he wins 
nothing for any Points he made for the 
Stroke; and his Adverſary, if he pleaſes, may 

| bre 
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break the Balls; that is, by parting the Balls, 
and playing from the proper Spot on the Red 
Ball, as at the Beginning of the Game. But 
if, by the foregoing Stroke, which is ' deemed 
foul, his Adverſary does not break the Balls, 
and play from the proper Spot, &c. then the 
Striker may reckon all the Points' he made 
by the Stroke, and the Marker is obliged to 
reckon them. | INE 
XXII. No Perſon has a Right to diſcover 
to the Player whether the Stroke be fair or foul, 
until it is aſked, unleſs they are playing a four 
Match; and in that Caſe, none but the Player 
and his Partner have a Right to aſk it. 
XXIII. If the Striker holes his own Ball 
by a foul Stroke, he either loſes two or three 
Points (according to which Ball he ſtruck firſt) 
by the Stroke. | | 
XXIV. If the Striker makes a Carambole, 
and holes his own Ball, he wins nothing 
for the Carambole, and loſes either two or 
three Points by the ſaid Stroke, according to 
which Ball he ſtruck firſt. | 
XXV. If the Striker makes a Carambole 
and forces either of the Balls over the Table, 
he wins nothing by the Carambole. 
VXXVI. If the Striker is going to play with 
the wrong Ball, no Perſon in the Room has 
any Right to diſcover it to him, except his 
Partner, if they are playing a double Match. 
XXVII. After a Red Ball has been -holed 
or forced over the Table, the preſent Striker 
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is bound to ſee the Ball placed on the proper 
Spot before he ſtrikes, otherwiſe he can win 
no Points while the Ball is out of its Place; 
and the Stroke he made is deemed foul. -[See 
Article XXI.] 

XXVIII. If after a white Ball has been 
holed or forced over the Table, the Striker is 
obliged to place his Ball on the proper Spot he 
is to play from, otherwiſe he can win no Points 
he made by the Stroke, which is likewiſe 
deemed foul, [See Art. XXI.] 5 

XXIX. If after the Striker has made a 
Carambole, or holed his Adverſary's, or the Red 
Ball, he ſhould touch either of the Balls which 
remain on the Table with Hand, Stick, or 
otherwiſe, he can win no Points he made by 
the Stroke; and it is deemed a foul Stroke. 
[See Art. XXI.] 

XXX. If the Striker plays with the wrong 
Ball, it is deemed a foul Stroke. [See Ar- 
ticle XXI.] | X Fs +>: 

XXXI. If the Striker plays with his Ad- 
verſary's or the wrong Ball, and holes the 
Ball he played with, he either loſes two or - 
three Points, according to which Ball he ſtruck 
firſt; and it is deemed a foul Stroke. [See 
Art. XXI.] _ TE: e | 

XXXII. If the Striker plays with his Ad- 
verſary's or the wrong Ball, and ſhould miſs' 
both the Balls, he loſes one Point; and if 
the Ball ſhould go into a Hole-by the * 
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he loſes three Points; and it is deemed a 
foul Stroke. [See Art, XXI.] 

XXXIII. If either or both the Balls ſhould 
be upon the Line, or within the ſtringing 
Nails or Spots where the White Ball is origi- 
a4, placed, after his Adverſary's Ball is off 
the Table, it is called a Baulk; and the Strik- 
er, who is to play from the Spot, mult ſtrike 
the oppoſite Cuſhion, to make the Ball come 
back again to hit one of the Balls within the 
Baulk ; which if he does not, he loſes one 
Point; if he ſtrikes the White Ball fuſt, and 
holes his own Ball, he loſes two Points; and 
if he ſtrikes the Red Ball firſt, and holes his 
own Ball, he loſes three Points. 

XXXIV. If the Striker holes either or both 
the Balls, or makes a Carambole when the 
Balls are within the Baulk, he wins two, 
three, five, or ſeven Points, according to the 
Stroke, TY 

XXXV. When the Striker plays from the 
Spot at either of the Balls within the Baulk, 
he is obliged to paſs one of the Balls, other- 
wiſe it is no Stroke. 

XXXVI. When the Striker's and the Red 
Ball are within the Baulk, he is not obliged to 
paſs the Ball. 

XXXVII. In either of the Caſes of playing 
with the wrong Ball (if it is not diſcovered) 
the Striker may reckon all the Points he made 
by the Stroke, and the Marker is obliged to 
mark them. 


XXXVIII. 


prever 


XX 
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XXXVIII. If after the Red Ball has been 
holed or forced over the Table, either of the 
White Balls ſhould lay upon or near the Spot, 
ſo that the Red Ball cannot be placed on its 
proper Spot without r each other, 
the Marker muſt then hold the Red Ball in his 
Hand while the Striker plays at his Adverſary's 
Ball; and the Red Ball muſt be immediately 
placed on its proper Spot, ſo that it may not 
prevent a Carambole, &c. from being made. 

XXXIX. When either of-the White Balls 
has been holed, and the Red or the White 
Ball ſhould ſtand upon or ſo near the Spot that 
the Striker cannot place the Ball without 
touching each other, the Marker muſt hold the 
Red Ball in his Hand, &c. (See the foregoing 
Rule. ] 

XL. If either of the Balls ſhould lay either 
before, behind, or on one Side of the Spot, ſo 
that the Striker can place his Ball without 
touching each other, he muſt play the Ball as 
he can from the Spot, neither of which Balls 
muſt be moved to make Way for him to play. 

XLI. If the Striker ſhould touch two Balls 
with his Mace or Cue, it is deemed a fo 
Stroke, [See Art. XXI.] | 

XLII. The Betters ought to be particularly 
careful in propoſing any Betts before the Stroke 
at this Game, that may be ſuppoſed to have 
any Tendency to influence the Judgment of 


the Player, 
| XLIII. 
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XLIII. No Perſon in the Room has any 
Right by Signs, Geſtures, or otherwiſe, to diſ- 
cover to the Player how the Ball is to be played, 
whether the Stroke is in his Favour or not, = 
aſter the Stroke hath been played} of any Er- 
ror he hath committed in his Judgment; as a 
Stroke of the ſame Kind may happen in the 
ſame Hazard, or in the Game. 

XLIV. Each Perſon who propoſes a Bett 
ſhould name the Sum he intends to lay, and 
ſhould likewiſe be very careful not to propoſe 
| a Bett when the Striker hath taken his Aim, or 
is going to ſtrike, leſt it may diſturb or inter- 
rupt the Player in the Stroke. 

The reſt of the Articles of the Regulations, 
&c. as in the White Winning Game, are like- 
wile to be obſerved, 
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THE Red or Carambole Loſing Game, 
requires greater Judgment than the Win- 
ning, and depends materially on the Skill of 
the Player; the Chances in it may, happen 
ſometimes to vary more than at the Win- 
ning Carambole Game, and eſpecially if. the 
Players do not properly underſtand the ſkilful 
Part of the Game. 


RED, or CARAMBOLE LOSING GAME, 
The Game is Sixteen in Number. 


I, TI Game begins in the ſame Manner 
- as the Carambole Winning Game, 

II. If the Striker miſſes both the Balls, he 
loſes one Point. 

III. If the Striker miſſes both Balls, and 
holes his own Ball by the ſame Stroke, he lo- 
ſes three Points. 

IV. If the Striker hits the Red Ball firſt, 
and holes it, he loſes three Points, and the 
Ball muſt be immediately replaced on its pro- 
per Spot. 

V. If the Striker hits the White Ball firſt 
and holes it, he loſes two Points, 

VI. If the Striker holes the White and the 
Red Ball by the ſame Stroke, he loſes five 
Points; viz. two for holing the White Ball, 
and three for holing the Red. l 

VII. If the Striker makes a Carambole, 
and holes either his 3 or the Red 


Ball 
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Ball only, he wins nothing for the Caram- 
bole, and loſes either two or three Points, ac- 
cording to which Ball he ſtruck firſt. 

VII. If the Striker makes a Carambole, 
he wins two Points. 

IX. If the Striker makes a Carambole, by 
ſtriking the White Bali firſt, and ſhould hole 
his own Ball by the Stroke, he wins four 
Points ; viz. two for the Carambole, and two 
for holing his own Ball on the White. 

X. If the Striker makes a Carambole by 
Ariking the Red Ball firſt, and by the Stroke 
ſhould hole his own Ball, he wins five Points ; 
Viz. two for the Carambole, and three for 
holing his own Ball on the Red. 

XI. If the Striker makes a Carambole by 
ftriking the White Ball firſt, and by that 
Stroke ſhould hole his own and his Adverſary's 
White Ball, he wins ſix Points; viz. two 
for the Carambole, two for holing his own 
Ball on the White, and two for holing his 
Adverſary's or the White Ball, 

XII. If the Striker makes a Carambole by 
Striking the Red Ball firſt, and by the ſaid 
Stroke ſhould hole his own Ball, and his Ad- 
verſary's White Ball, he wins ſeven Points; 
viz, two for the Carambole, three for holing 
his own Ball on the Red, and two for holing 
his Adverſary's White Ball. 

XIII. If the Striker makes a Carambole by 
ſtriking the White Ball firſt, and by the ſaid 
Stroke ſhould hole his own and the Red 3 
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he wins ſeven Points; viz. two for the Ca- 
rambole, two for holing his own Ball on the 
White, and three for holing the Red Ball. 
XIV. If the Striker makes a Carambole, by 
ſtriking the Red Ball firſt, and by the ſaid 
Stroke ſhould hole his own and the Red Ball, 
he wins eight Points; viz. two for the Ca- 
rambole, three for holing his own Ball on the 
Red, and three for holing the Red Ball. 
XV. If the Striker makes a Carambole by 
ſtriking the White Ball firſt, and ſhould hole 
his own Ball, and his Adverſary's White and 
the Red Ball, he wins nine Points ; viz. two 


for the Carambole, two for holing his own 


Ball on the White, two for holing his Ad- 
verſary's White Ball, and three for holing the 
Red Ball. | 

XVI. If the Striker makes a Carambole by 
ſtriking the Red Ball firſt, and by the ſaid 
Stroke ſhould hole his own Ball, and the Red 
and his Adverſary's White Ball, he wins 
ten Points; viz. two for the Carambole, three 
for holing his own Ball on the Red, three for 
holing the Red, and two for holing his Ad- 
verfary's White Ball. 

XVII. If the Striker holes his own Ball o 
the White Ball, he wins two Points. ky 

XVIII. If the Striker holes his own Ball 
on the Red, he wins three Points. 

XIX. If the Striker by ftriking the White 
Ball firſt ſhould hole his own Ball and his 
Adverſary's White * he wins four Points; 

2 bs Dix. 
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vix. two for holing his own Ball on the White, 
_ two for holing his Adverſary's White 

alls . 

XX. If the Striker, by ſtriking the Red 
Ball firſt, ſhould hole his own Ball and his 
Adverſary's White Ball, he wins five Points; 
viz. three for holing his own Ball on the Red, 
and two for holing the White Ball. 

XXI. If the Striker ſtrikes his Adverſary's 
White Ball firſt, and holes his own Ball and 
the Red, he wins five Points ; viz. two for 
holing his own Ball on the White, and three 
for holing the Red Ball. 7 
XXII. If the Striker ſtrikes the Red Ball 
firſt, and holes his own Ball, and his Adverſary's 
White Ball, he wins five Points ; viz. three 
for holing his own Ball on the Red, and two 
for holing his Adverſary's on the White Ball. 

XXIII. If the Striker ſtrikes his Adverſary's 
White Ball firſt, and holes his own Ball, 
and his Adverſary's White Ball, and the Red, 
by the ſame Stroke, he wins ſeven Points ; 
viz. two for holing his own Ball on the | 
White, two for holing his Adverſary's White 
Ball, and three for holing the Red Ball. 

XXIV. If the Striker ſtrikes the Red Ball 
firſt, and holes his own Ball and the Red, 
and his Adverſary's White Ball by the ſame 
Stroke, he wins eight Points; wiz. three 
for holing his own Ball on the Red, three 
for holing the Red Ball, and two for holing 
the White Ball. ; 

| XXV, It 
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XXV. If the Striker ſtrikes the Red Ball 
firſt, and holes his own and the Red Ball, he 
wins ſix Points ; viz. three for holing his 
own Ball on the Red, and three for holing the 
Red Ball. : ; 

XXVI. The Betters ought to be particu- 
larly careful in propoſing any Bets at this 
Game, that may be ſuppoſed to haveany Ten- 


dency to pervert or to influence the Judgment 
of the Player. 


N. B. The reſt of the Rules and Regula- 
tions are likewiſe to be obſerved, as in the 


Rules for the Carambole Winning Game, &c. 
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FORTIFICATION BILLIARDS. 


HE Method of playing I ſhall deſcribe as 

nearly as poſſible: Fer the better com- 
prehending which, the Editors have added two 
Copper Plates; the firſt ſhews how the Forts, 
&c. are to be placed; the other is a Plan of 
the Table when mounted, accurately meaſured, 
by which the various Angles are aſcertained, 
and is calculated for the experienced Player. 

Firſt, There are ten Forts made of Wood, 
in the Form of Caſtles, which are to have Lead 

ut in them for the Purpoſe of making them 
4 „ fo that in playing the Balls they may 
not be moved from their Places. 

In the Front of each Fort, at the Bottom, 
. is an Arch, full wide and high enough to ad- 
mit the Ball, which is to be put through it to 
attack the Fort. Within the Arch of each 
Fort a ſmall Bell is hung, which muſt be made 
to ring by the Adverſary's attacking Ball, oiher- 
wiſe the Fort cannot be taken, 

Secondly, The Paſs through which each of 
the Adverſary's attacking Balls muſt paſs, before 
a Fort can be taken. | 

Laſtly, The Grand Batteries, and ten Flags 
or Colours. 

Two of the Forts, called the Grand Forts, 
are to be made larger than the reſt, and to have 
an Arch cut through them of the Size the 

others have. 8 


Fire 
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Five of the Forts, including one of the grand 
Forts, one of the Batteries, and five of the 
Flags or Colours are uſually painted red, and 
the Forts and Battery are to be pointed like 
Brick-work, which Colour denotes them to be 
Engliſh ; on each Fort one red Colour is to be 
hoiſted on the Centre of the Front thereof. 
The other five Forts, grand Fort included, 


Battery and Colours, are to be of a white Co- 


lour ; the Forts and Battery to be pointed with 
black like Stone, are called French, one white 
Colour to be hoiſted on each as before men- 
tioned, | 

The Paſs which ſerves for the Purpoſe of 
both Parties attacking Balls to go through, is 
to be made in the Form of the grand Forts, 
but rather longer for Diſtinction, and to 
have an Arch of the Size of the grand Forts, 
and is to be painted of different Colours ; viz, 


. one of the Ends where the Arch is, of a Red, 


to continue half way of each Side, and the 
ſame on the Top; the other End of the Arch is 
to be White, and to continue in the ſame Co- 
lour over the other Half as before, 7 
There are likewiſe two Colours to be hoiſted 
on the Paſs, viz. one Red and the other 
White; the Red to be hoiſted at the Engliſh 
End, and the White at the French End. © 
The Paſs is to be placed in the Centre of the 


Table, the red End to face the Engliſh Forts, 


and the white End the French Forts. 
The Limits of each Party's Quarter is from 
os B 4 the 
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the End Cuſhion, where his Forts are placed, 
to his Paſs on each Side of the Table. 

The Red or Engliſh Forts are to poſſeſs one 
End of the Table, and is called the Engliſh 
Quarter, | | 

The White or French Forts are to poſleſs 
the other End of the Table, and is called the 
French Quarter. 

The two Forts in each Quarter in the firſt 
Angle from the Paſs, are to beitaken firſt, 
which are therefore called the Advanced Forts. 

The two Forts in the ſecond Angle are to 
be taken next, which are called the Reſerved 
Forts, | 

Laſtly, the grand Fort, with the Battery 
placed before the ſame, is the laſt to be taken, 

The Height of the Advanced and the Reſerved 
Forts is to be five Inches and a Half, the 
Breadth and Length of the Advanced Forts five 
Inches to the Square, and the Length of the 
Reſerved Forts is five Inches and a Half, and 
the Back of them to be rounded off. 

'The Height of the grand Forts is to be five 
Inches and a Half, the Breadth and Length fix 
Inches and a Quarter. The Batteries are 
made 1n a triangular Form, the Height of them 
is three Inches, the Breadth at the Extremity 
is two Inches and a Half, and the Length 
three Inches and a Half. | 

The Height of the Paſs is five Inches and a 
Half, the Breadth fix Inches and a Quarter, 
and the Length Seven Inches, Th 
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5 The Height of the Concave in the Forts 
2d, where the attacking Ball muſt enter, is three 
Inches, the Breadth two Inches and a Half, 

ne the Depth two Inches and three Quarters, 


iſh The Bell which is to be within the Arch in 
each Fort, muſt be hung one Inch and a Half 

eſs within it. | 

he The Balls which are to be played with at 


this Game, are to be one Inch and three Eighths 


rſt Diameter. 


ts. Deſeription of the Plates. 
5 The one is a Plan for placing the Forts, 


Caſtles properly placed. 


aaa The Balls. 
5 The Pals. 
cc Advanced Forts, 
44 Reſerved Forts. 
Grand Fort. . 
g Battery, - 


Great Caſtle- ſtreet, Cavendiſh-ſquare z 
. where Maces, Cues, and all Sporting Tables, 
may be had upon the beſt Conſiruction. 


B 5 FORTI- 


&c. &c. with the Diſtances meaſured ; the 
other is alſo a Repreſentation of the Superfi- 
cies of a Billiard Table, with all the Forts and 


N. B. Theſe Forts, c. for Fortification Bil- 
liards, are made accurately by Thomas. 
Stokell, Billiard Table Maker, at No. 41, 
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FORTIFICATION BILLIARDS, 
The Game is Twenty in Number. 


I. THE Game begins, he who ſtrikes the 

oppoſite Cuſhion, and brings the Ball 
neareſt the Cuſhion where he ſtruck from, ſhall 
have the firſt Stroke, and have the Red (or 
Engliſh Side of the Forts) and muſt commence 
Hoſtilities, and begin the Attack. 

II. Each Party has three Balls, viz. one 
attacking Ball and two defending Balls. 

III. The Balls are placed on the Spots as 
appears; the attacking Ball is put in the Mid- 
dle, the defending Balls on each Side thereof. 

IV. The Ball for the Attack on the Red (or 

Engliſh Side of the Forts) muſt be ſpotted with 
Red, and the defending Balls with ſmall black- 
Circles. 
V. The Ball for the Attack on the White 
(or French Side) of the Forts muſt be White, 
7. e. plain, and the two defending Balls eight 
black Spots on each Ball. 

VI. Before you can attack any of the Forts, 
you muſt make the Paſs, 

VII. When you have made the Paſs, you 
muſt take down your Adverſary's Colours, and 
then attack either of his advanced Forts, which 
muſt be taken firſt, | 
VIII. If after you have made the Paſs, you 
do not take down your Adverſary's Colours, you 
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muſt make the Paſs again from your own Side of 
the Forts; but you muſt not return to the Spot. 

IX. If you take either of your Adverſary's 
Forts, after you have made the Paſs, and have 
not taken down your Adverſary's Paſs Colours, 
you loſe two Points, and muſt return to your 
Spot again. 

X. After you have regularly made the Paſs, 
and have taken a Fort, you muſt return to 
your middle Spot again, 

Note. Regularly making the Paſs, is when 
you have taken down your Adverſary's Colours, 
conformable to Art, VII. 

XI. When you have taken a Fort, you win 
four Points. | 

XII. If you do not takedown your Adverſary's 
Colours when you have taken his Fort, you 
are obliged to take the ſaid Fort again, and 
muſt be put back thoſe four Points you won by 
the ſame. 

XIII. Miſſings at this Game reckon nothing. 

XIV. After you have regularly made the 
Paſs, you are not obliged to go through it 
again during the Game, 

XV. In each Fort there is a Bell, which 
gives Notice at being taken; which Bell muſt be 
made to ring, otherwiſe the Fort is not taken. 


XVI. The Beſieged may defend his Forts, 


or may ſend his attacking Ball into the Aſ- 
ſaulter's Quarter to attack his Forts. 

XVII. The Beſieger muſt take his Adverſary's 
Forts with his attacking Ball. 
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XVIII. If the Beſieger ſhould take his Ad- 
verſary's Fort with either of his defending Balls, 
he loſes two Points, and returns to his 8 pot again. 

XIX. If the Striker plays with either of 
his Adverſary's Balls, he loſes two Points, and 
if he played on either of his own Balls, it muſt 
be put on its proper Spot again, if his Adver- 
fary requires it. 

X. Either Party may ſend his defending Ball 
or Balls into his Adverſary's Quarter, if he 
pleaſeth, 

XXI. After having taken the two advanced 
Forts, you muſt take the two other Forts in 
the next Angle, which are called the Reſery'd 
Forts, and laſtly the Grand Fort. | 

XXII. He who does not take the Forts ac- 
cording to the above Direction, and takes 
either of the laſt for the firſt, loſes two Points, 
and muſt return to the proper Spot again. 
XXIII. After a Fort hath been taken, or a 
Ball holed or forced over the Table, the Striker 
is bound to place, or to ſee the Ball placed on 
its proper Spot; and if he doth not, he ſhall 
reckon nothing for any Forts, &c. he ſhall 
take during the Time the Ball is out of its Place. 

XXIV. After having taken a Fort either by 
Storm or otherways, and his Adverſary do take 
the ſaid Ball out of the Fort, to place it or 
otherways, and although he doth not take 
down his Colours, nevertheleſs the ſaid Fort is 
deem'd as taken, and the Colours are to be 


taken down. 


N. B. 
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N. B. Taking a Fort by Storm is, when 
the Party has made his utmoſt Effort to take 
it, and is ſo well defended and guarded by his 
Adverſary, fo that he is obliged to have Recourſe 
to Stratagem, that is, by laying his Ball in a 
proper Angle, and ftriking the Ball againſt 
the End Cuſhion, and bringing the Ball back 
again into his Adverſary's Fort. 

XXV. If the Striker forces either of his 
Adverſary's Balls into his own Fort which has 
not been taken, he makes him a Priſoner of 
War, and wins fix Points. 

XXVI. If the Striker forces either of his 
Adverſary's Balls into his own Fort which 
has been taken, it is no Priſoner of War, 
but the ſaid Striker wins two Points, 

XXVII. If the Striker forces either of his 
Adverſary's Balls into his Adverſary's Fort, he 
wins two Points, 

XXVIII. If the Striker holes either of his 
Adverſary's Balls, or two, &c. for each Ball 
ſo holed he wins two Points, 

XXIX. If the Striker holes his own Ball 
or Balls, for each Ball ſo holed he loſes two 
Points 

XXX. If the Striker forces his Adverſary's 
Ball or Balls over the Table, or on a Fort or 
Cuſhion, for each Ball he wins two Points. 

XXXI. If the Striker forces his own Ball 
or Balls over the Table, or, &c. for each Ball 
he loſes two Points. 


XXXII. If the Striker forces his Adverſary's 
I Ball 


38 FORTIFICATION BILLIARDS. 


Ball over the Table, or on a Fort or Cuſhion, 
or into a Hole, and regularly takes his Adver- 
ſary's Fort by the ſame Stroke, he wins ſix 
Points, But if by the ſame Stroke, the Striker's 
Ball ſhould gointoa Fort which hath been taken, 
or is out of the Angle, he loſes two Points. 

XXXIII. If the Striker holes his own or 
his Adverſary's Ball, or forces them over the 
Table, or on a Fort or Cuſhion, he loſes two 
Points. 

XXXIV. If the Striker forces his Ball 
into any of his own or Adverſary's Forts 
which hath been taken, or into any of his Ad- 
verſary's Forts out of the Angle, he loſes two 
Points. 

XXXV. When a Ball is holed or forced 
over the Table, or on, &c. ſuch Ball is to be 
placed on its proper Spot; but if it happens 
that the Spot ſhould be occupied by another 
Ball, in ſuch Caſe the Ball is to be placed be- 
hind it, ſo as not to touch the Ball, 

XXXVI. Whoever takes a Fort after it has 
been regularly taken, and the Colours are 
down, loſes two Points. 

XXXVII. When the Striker's Adverſary's 
Ball is out of Sight (that is, lying behind a 
Fort ſo that it cannot be ſeen) and the Striker 
hath a Fancy to ſtrike the Cuſhion firſt, and 
hit the ſaid Ball backwards, by giving Warning, 
ſaying, 1 do not ſee, if he ſhould hit the ſaid 
Ball he wins two Points ; but if he ſhould 
not hit the Ball, he loſes two Points. 
XXXVIII. If, 
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XXXVIII. If, by the before-mentioned - 
Stroke, the Striker ſhould hit the Ball, and 
holes his own Ball, or forces it over the 
Table, or on a Fort or Cuſhion, or into either 
of his own Forts, or into either of his 
Adverſary's Forts, which hath. been taken “, 
or is out of the Angle, he loſes two Points, 
and ſhall reckon nothing for hitting the ſaid Ball. 

XXXIX, If either of the Adverſary's Balls 
ſhould lay before either of the Striker's Forts, 
which hath not been taken, and the ſaid Ball 
being out of Sight, hath a Fancy to ftrike the 
Cuſhion firſt, and hit the ſaid Ball backwards, 
to make a Priſoner of War of his ſaid Adver- 
ſary's Ball, by laying, J do not fee, if he hits the 
Ball he wins two Points, and if he — l 
Priſoner of War of his Adverſary's Ball, 
wins ſix Points more, and his — Ah $ 
Ball muſt return to its proper Spot again. 

XL. When the Striker gives Warning, ſay- 
ing 1 do not ſee, his Adverſary, or the diſinte- 
reſted Company, have a Right to be Judges 
chan or the Marker, if any Diſpute ſhould 
ariſe thereon. 

XLI. If the Striker holes, or, &c. either of 
his Adverſary” s defending Balls, it is at his Ad- 
verſary's Option to place the ſaid Ball on either 
of the proper Spots, if they are both vacant. 

XLII. Whoever toucheth both Balls with 
Mace or Cue, it is deemed a foul Stroke ; 


Out of the Angle—Vide XXI. and XXII. 
| therefore 
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therefore he cannot reckon any Points he made 
by the ſaid Stroke, if it is diſcovered and 
proved to be ſo by the diſintereſted Compan 
and the Marker; but if it is not liſcovered, 
the Marker is obliged to reckon all the Points 
made by the Stroke, But if the ſaid Stroke is 
proved to be foul, then it is at his Enemy's Op- 
tion either to break the Balls, or to make him 
return to his proper Spot again, 

XLIII. If the Striker makes a foul Stroke, 
and holes his own Ball, or forces it over the 
Table, &c. he loſes two Points for each of 
his own Balls ſo holed or forced over the Table; 
and it is at his Adverſary's Option to part 
the Balls, if he pleaſes, 

XLIV. If the Striker moves the Ball, it muſt 
be put back to the proper Place it was moved 
from. | 

XLV. Whoever blows on his Enemy's or 
on his own Ball when running, it is deemed 
foul. [See Art. XLII.) 

XLVI. If the Striker, by blowing on his 
own Ball, ſhould put it out of its proper Courſe, 
eſpecially when running near a Hole, he loſes 
two Points; and it is deemed foul. [See Art. 
XLII.] . 7 

XLVII. Whoever ſtops a Ball with Stick or 
otherwiſe after the Stroke, it is deemed foul. 
[See Art. XLII.) 

XLVIII. Whoever plays with both Feet off 
the Ground, without Permiſſion from his Ene- 
my, it is deemed foul, [See Art. W 
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XLIX. Whoever plays upon a Ball when 
running, it is deemed foul. [See Art, XLII.] 

L. Whoever retains his Adverſary's Stick 
when playing, loſeth two Points ; beſides it is 
foul. [See Art, XLII.] | 

LI. Whoever gets the firſt twenty Points, 
each Fort being regularly taken is four Points, 
wins the Game. : ; 

LII. When four Parties play a double Match, 
he who plays before his Turn loſes two Points, 

N. B. The Reſt of the neceſſary Rules and 
Regulations are to be found in the Rules, &c. 
of the White Winning Game, 


* 


ODDS AT BILLIARDS. 
Equal Players. 

1 Love is 5 to 4 2 to 1 is 4 to 3 
3— 2 3— — 3—2 
„ har 
2— 15 — — 2— 1 
5— 216 — — 7— 2 
4— 18 — — 9—1 
9 — 240 — — 10 —1 
10 — 1] 10 — — 32— I 

9— — 1 — 11111.  — 6 - 1 

10 — — 3þ — 1 | —— _ 

111 - 0 0 

4 * * * 
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therefore he cannot reckon any Points he made 
by the ſaid Stroke, if it is diſcovered ahd 
proved to be ſo by the diſintereſted Compan 
and the Marker; but if it is not diſcovered, 
the Marker is obliged to reckon all the Points 
made by the Stroke, But if the ſaid Stroke is 
proved to be foul, then it is at his Enemy's Op- 
tion either to break the Balls, or to make him 
return to his proper Spot again, 

XLII. If the Striker makes a foul Stroke, 
and holes his own Ball, or forces it over the 
Table, &c. he loſes two Points for each of 
his own Balls ſo holed or forced over the Table; 
and it is at his Adverſary's Option to part 
the Balls, if he pleaſes, 

XLIV. If the Striker moves the Ball, it muſt 
be put back to the proper Place it was moved 
from. - | 
XLV. Whoever blows on his Enemy's or 
on his own Ball when running, it is deemed 
foul. [See Art. XLII.] 

XLVI. If the Striker, by blowing on his 
own Ball, ſhould put it out of its proper Courſe, 
eſpecially when running near a Hole, he loſes 
two Points; and it is deemed foul, {See Art. 
XLII.! a 2 

XLVII. Whoever ſtops a Ball with Stick or 
otherwiſe after the Stroke, it is deemed foul. 
[See Art. XLII.) | 

XLVIII. Whoever plays with both Feet off 
the Ground, without Permiſſion from his Ene- 
my, it is deemed foul, [See Art. * 
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XLIX. Whoever plays upon a Ball when 
running, it is deemed foul. [See Art, XLII.] 

L. Whoever retains his Adverſary's Stick 
when playing, loſeth two Points ; beſides it is 
foul. [See Art, XLII.] | 

LI. hoever gets the firſt twenty Points, 
each Fort being regularly taken is four Points, 
wins the Game. x 

LII. When four Parties play a double Match, 
he who plays before his Turn loſes two Points. 

N. B. The Reſt of the neceſſary Rules and 
Regulations are to be found in the Rules, &c. 
of the White Winning Game, 


ODDS AT BILLIARDS. 
Equal Players. 
5 to 4 | 2 to 1 is 4 to 3 
213 — — 322 
r, 7 De: Fn Rr 7 
1 ws os Sw 
2 — — 7 _—— 72, 
118 — — 2 
249 — — 10 — I 
1110 — — 32 — I 
1111— — 36— I 
1 — —— — 
I 
A W 9 6 
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3 to 2 is to 4 
8 =” Y 
33A 
6 — — 3—1 
— — 6— 
J 
10 — — 21 — I 
11— — 22 — 1 
4 to 3 is to 5 
3 — 
6 — — 5 — 2 
7 = — 321 
9 — —— — 1 
10 — — 20. 2 I 
71 — ws 11 
5 to 4 is 5 to 4 
3 
32 — 2—1 
K 
10 — — 21 — 2 


ODDS ar BILLIARDS. 


5 3 
" Geng Ee I 1c 
8 — — 3—1 
0 
10 — — 9 2 1 
11— — 21 — 2 
7 to 6 is 4 to 3 
8 — — 2 — I 
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10 — — 5 — 
11— — 11 — 2 
8 to 7 is 7 to 4 
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11— ww 8 en £ 
9 to$ is 5 to 4 
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ben a Perſon who gives one Point to another, is, 


1 All 
2 to 1 
3 
42 
332 
1 
7 — 
8 — 


992— 
JO — 


8 
| 


oO 
My HH « 0D = 0D 
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3 All is 8 to 4 
4 to 2— 321•2 
133 
6 — — 32 1 

— — — 2 

— — 6— 
9 213 — 2 
10 — — 21 — I 
IL — — 22 — I 
4 All is 5 to 4 

1 4 212 

— — 11 — 5 
e —— | Rat 
I0 — — 12 — I 
} So Wat) inn, 
s All ' 5 4 
6 to 3 — 8$—5$ 
111 
8 — — <4 — 2 
B 
10 — — 10 — I 
11 — — 11 — I 
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6 All is 6 to 5 8 All is 7 to 6 3 All 
to 6 — 7 — 5 9 to 8 — 4 — 3K 4 to 
_ 1; - 2] 10 -- 1 
0 — — 1 — 4|11 — — 7 — 2 6 — 
10 — — 11 — 2 — —ͤ (T—— — 7 — 
I ww gw wig Al þ eee 
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When a Perſon who gives Three Points to another, 


is, 


1 to 3 is 5 to 4 
3 Al. 224 
4 t0J— 2=— 1 
113133 
0 — — 4— 
7 — — 5 5 
8 — — 10 —1 
9 — — 11 — I 
JO — — 21 — I 
11— — 22 — I 
4 All is 8 to 5 
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9 — — 8—1 
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10 All is 5 to 4 
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When a Perſon who gives Four Points to another, 
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When a Perſon who gives Five Points to another, 


1 to 5 is 
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10 All is 8 to 5 
11 to 10 according 
to the Stroke. 


When a Perſon who giues Six Points to another, 


6 All 
7 to 6 


2— 
9 — 
10 — 


11 — 


— — — 


Aa 8 $0 3 


8 to 7 — 11 — 2 
9 — — 6—1 
10 — — 14 — 1 
Il — — 15 — I 


_— 


— — 


8 All 


Iden a 
cei ve. 
anoth 


2 Lov 


3 — 
) &  —_— 
138 
6 — 


ODDS ar BILLIARDS. 40 


er, 8 All is 5 — 2 
9 to 8 — 11. — 4 
2 910. — — —1 
1711— — 7—1 
4 — — VVV 
19 All is 5 to 2 
110 to 9 — 5 — 1 
1 — — 
| - lo Al — 2 — 1 
4 11 to 100r according 
9 to the Stroke. 
I Ka 
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from another, is, 


4 Love is 7 to 5 
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When a Perſon who re- 


cerves Four Points 


from another, is, 


5 Love is 7 to 5 
— 221 
18 82 
8 — 6 — 1 
3 | 
I0 —— 15 — I 
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7 Love is 3 to 2 
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11 —— 12 — 1 


9 


| 


ODDS ar BILLIARDS. 


When a Perſon who re- 


ceives Two Points 
from another, is, 
4 to 2 is 6 to 5 
— 7 C2 
721— — 3—1 
8— — 5 — 71 
9—  — If — 2 
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II — — 19 — 1 
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6 to 4 is 4 to 3 
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When a 1. * who re- 
ceives Two Points 
from another, is, 


10 to 8 is 3 to 1 
I] — — 5 - 20 
When a Perſon who re- 
ceives Four Paints 
from another, is, 
7 to 4 is equal. 
— — 2 (O01 
TTT 
10 — — 7 — I 
11— — 8-—1T 


When a Perſon who re- 
ceives Four Points 
from another, 1s, 


8 to 6 is equal, 
E 
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When a Perſon who re- 
ceiues Four Points 
from another, is, 

10 to 8 is 3 to 2 

714 


When a * who re- 
cerves Four Points 
from another, is, 


10 to is 5 to 4 
11— — 3—2 


When a Perſon who re- 
cetves Six Points from 
another, is, 

10 to 7 is 7 to 4 


When a Perſon who re- 
cetves Six Points from 
another, is, | 


— 7 — 2111 to 8 is 4 to 3 
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The Odds of a Hazard, when One Paint is 


given, is according to the Stroke, 
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The full Odds that one Perſon 4 wal get Tuo 
Hazards followingy, is, | 


3 Hasan arte 7 — 1 
„ 
5 — — 31 — 1 
© — D? — 63 — x 


N. B. The Author continues to teach and improv 
Gentlemen, &fc." in all the Games 0 of Billard. 
herein ſpeciſied; and may be heard of, by en- 
quiring at the Half Mon, Clipſtone Street, 
near Portland Road; 


*.* The Binder is to put the Plate after 
Page 34. 
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